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CHARGEN: KLINGON 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 
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Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


Consult Pamphlet O1 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 
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Klingon Character Generation 


Players may choose linenames for their characters. 
There are many, many lines, but it would not be un- 
common for more than one Klingon on a ship to be 
a member of the same line. Most line obligations go 
up-rank, not down. Therefore, even a line-brother 
would not presume upon line affiliation too much. One 
would not betray a line-brother — unless of course by 
doing so one could attain such power as to stave off 
retaliation by other family members. Generally, the 
safest way of improving one’s status within the line 
is to outlive those with more status. 

Characters start with linename prefixes appropriate 
to their position and status, as determined by the 
gamemaster using the above notes as guidelines. A 
player character may earn a more exalted name-prefix 
as a result of activities during the game. Generally, 
such improvement of status would come as the result 
of a general history of accomplishment, rather than 
for one or two especially noteworthy actions. 

There are certain advantages for a young Klingon 
if he/she is born into (or, in rare cases, adopted into) 
a prominent and/or powerful line. It is best if line af- 
filiations are worked out by gamemasters and players 
in advance, using the background material on lines 
provided above. If desired, however, the following 
table can be used to determine if a player character 
will be from an important line. Roll 1D10 on the follow- 
ing table for line affiliation information. 


KLINGON CHARACTER GENERATION 


D10 ROLL LINE AFFILIATION REMARKS 
1 Character is of a line that is in disfavor with 
the Emperor or other powerful figure. 
10 point penalty to all rolls for assign- 
ment, graduation, etc. during character 
creation procedure, and to all Admini- 
stration, Bribery or CHA rolls when 
dealing with Klingons of other lines. 

Character is of an undistinguished and some- 
what disreputable line. 5 point penalty 
during character creation only. 

Character is of an established but not espe- 
cially notable line. No modifiers 
applied. 

Character is of a known and well-thought-of 
line, 5 point bonus as above during 
character creation only. 

0 Character is of a powerful and wealthy line, 

10 point bonus as above during charac- 
ter creation and campaign play. 


4-7 


Penalties and bonuses assessed because of line af- 
filiation are in addition to those listed as die modifiers 
in charts that follow. Gamemasters are, of course, 
free to modify these changes as desired to reflect per- 
sonal preference, game situations, etc. Also, 
gamemasters may wish to use line affiliation as an 
adventure springboard, especially in the case of line 
founders, disreputable lines, and powerful lines. 


Holl 8d10+40 for each of STR, END, INT, DEX, CHA and COOL. 
For LUC and PSI, roll straight percentiles (d%). 
Apply the appropriate Modifiers below. 


Note: No Attribute may modify below O1. 


Modifiers STR END INT DEX CHA COOL LUC PSI 
+1410 405 « - -20 -10 -40 -50 

Maximums STR END INT DEX CHA COOL LUC PSI 
109 104 99 99 79 89 60 50 

CONDITIONAL 1. No more than 30pts to one Attribute 


BONUS POINTS 2. No Att. may rise above Species Max. 
3. PSI may not be modified. 


Holl d?6/ 2 rd 


characters thus created are the best individuals the 
Klingon Imperial Fleet has to offer — the weak of mind 
and body simply don't survive the screening process. 


Those who are not up to the stringent warrior stan- 
dards of the Empire never reach the Academy. Klingon 
defectives are destoyed at birth, or as early as defects 
which would make them a burden to the Empire are 
detected. Most of those who survive are not in- 
telligent, strong or fast enough to make good leaders. 
These are funnelled into other forms of military ser- 
vice. The unfortunates who are not suited for any 
military duty are trained as farmers, tradesmen, or 
other jobs marking them as second-class citizens. 


A few Klingon women, surprisingly enough, DO at- 
tend the Academy if they meet the standards. The 
Empire does not believe in wasting resources, and 
sees talented women as such. Women, however, are, 


not trained in the important areas of leadership, but 
are restricted to the sciences, medicine, engineering 
and communications. 

Editor's note: ‘Blame’ belongs with Klingon 
society. | would only add that it’s not like 
TNG’s Lersa or Bator demonstrate a ‘bet- 
ter’ example of personal dignity, honor or 
character. -Fight the power! 


KLINGON PRE-ACADEMY SKILLS 


For each point of INT/10 rd, gain 1d10 skill rolls on each table below. 
Ex. INT 79 = 7 rolls each table. INT 80 = 8 rolls each table. 


Personal Education Martial Skills 
Administration Astronomy/ Astrophysics Cbt, Modern 
Arts, The (s) Botany Cbt, Archaic 
Arts, The (instrument) Computer Operation Cbt, H-T-H 
Arts, The (vocal) Geology Cbt, armed (s) 
Bribery Medicine (Klingon) Small Unit Tactics 
Carousing Chemistry 

Gaming Physics 

Instruction Psychology (Klingon) 

Languages (s) Vehicle Op (air) 

Leadership Vehicle Op (ground) 

Survival (s) Vehicle Op (water) 

Streetwise Zoology 

Trivia (s) 


UOIFEUBUDS) JBQVVICUEYD uoBui[y 


Add the Academy Skills below and your specialty branch 
from the next page. After that, it’s on to your Cadet Cruise. 


ACADEMY 
Admin 10 Klingon History 10 Cbt, Modern 30 
Astron/ Astro 10 Klingon Law 10 Cbt, (Armed)(s) 20 
Computer Op 10 Language (Galacta)10 Cbt, H-T-H 30 
Interrogation 10 Language (Any) 10 


COMMAND SCHOOL 


Characters who are to be department heads or top 
command personnel are required to attend Command 
School for two years following their cadet cruise. Dur- 
ing this time, they are indoctrinated and educated fur- 
ther in the skills that are important to a Klingon military 
leader. Only ship captains, first officers, and those 
preparing for department head positions in engineer- 
ing, security, combat troops, navigation/helm, or 
weapons/defense attend Command School. At this 
time, the young officers are watched closely by 
Security. 


At Command School, a character receives the 
following skill points automatically: 


Administration (25) 

Interrogation (20) 

Klingon Law (20) 

Federation Law (10) 

Leadership (30) 

Starship Combat Tactics/Strategy (20) 

Starship Security (20) 

Graduates of Command School are automatically 

raised one grade in rank at the end of the two-year 
period. 


Klingon Character Generation 


INTELLIGENCE 


Admin 30 


Carousing 20 
Cbt, H-T-H 20 
Cbt, Mod 20 
Gaming 10 
Interrog 25 
KL Law 20 
Leadership 20 
SmUnit Tac 20 
Psych, Kling 25 
Surveillance 25 
Stealth/Hide 20 
Track/Evade 20 


ENGINEER 


Comp Tech 10 


Demisheath 15 
Electronics 10 
Life SupTech 10 
Mechanics 20 
P.WpnTech 20 
Physics 10 
ST WpnTech 20 
ST ENG 30 
Transp Op 10 
Transp Tech 20 
WarpDrTc 25 


SIGNALS 


Comp Op 10 


Comp Tech 10 
Electronics 10 
Lang, Galacta 20 
Lang (s] 118! 
Physics 20 
SmEqTech 10 
ST Gmm Pre 30 
ST GmmTch 30 


Specialist Training 


SOLDIER 


Cbt, H-T-H 30 


Cbt, Mod 30 
Cbt Arms) 20 
Cbt, Arch (s]10 
Enviosuit Op 25 
Gaming 10 
Interrog 10 
Leadership 15 
PrsWpnTch 10 
Survival (s) 20 
SmUnit Tac 20 
Veh Op (s) 80 
Vari-G Op 30 


WPNS/ DEF 


Astron/ Astr 10 


Comp Op 10 
Comp Tech 10 
DefShldTech 20 
Electronics 15 
Physics 10 
STWpnOp 30 
ST Wpn Tch 30 
ST Sensors 20 
TranspOp 20 


SERVICES 
Admin 20 
Bribery 15 


D.G. Proe 23 
Klingon Law 15 
Lang (s) 18 
ST Services 40 


Sciences, Signals, Medical 
and Services do not have 


SECURITY 


Bribery 20 


Cbt H-T-H 20 
Cbt, Mod 20 
Gaming 10 
Interrog 15 
Klingon Law 10 
Negot/ Diplo 10 
PrsWpnTch 10 
Psych, King 10 
Shuttle Pilot 20 
SmUnit Tac 20 
ST Security 30 
Surveillance 20 
Vari-G Op 10 


SCIENTIST 


Admin 15 


Astron/ Astr 20 
Comp Op Te 
Enviosuit Op 10 
STSensors 20 
Any Sci-related 

skills, (total) 100 


Min. 3 skills must 
be min. 10pts each 


PILOT 


Astron/Astro 25 


Comp Op 10 
Comp Tech 10 
Electronics 10 
Physics 10 
Shuttle Pilot 25 
ST Helm 40 
ST Nav 40 
ST Sensors 20 
WarpDrTch 10 


DOCTOR 

Admin 10 
Biology 10 
Botany 10 


EnviosuitOp 10 
LifeSpTech 10 
Med, Kling 40 
Med, (s) 20 
Psych, Kling 20 
ST Sensors 20 


Bonus Rolls 
All characters take 10d10 


skill rolls in any combination 


of specialty skills plus one 
bonus roll per 10 pts 
above INT 50. 


Sciences, Signals, Medical, 

. Security, Services and Women 
are precluded from 1st Officer 
and higher responsibilities. 


Department Heads 


E CADET CRUISE 


Upon completing training and indoctrination at the 
Imperial Star Academy, the candidate is sent on a one- 
year assignment in space, where his performance is 
carefully monitored by his superior officers and by 
agents of Klingon Imperial Security acting for the 

Each time a candidate fails a cadet cruise results 
roll, he/she must attempt a standard saving roll against 
the character's CHA score, If the roll is successful, 
no permanent blot appears on the character's record. 
If the roll fails, however, the character has a PERMA- 
NENT security risk notation on his/her record. Each 
note of this type applies a 10-point penalty against 
ALL saving rolls on Administration, CHA, and Bribery 
when dealing with the Klingon government or superior 
officers. Too many such marks can permanently crip- 
ple a character's ability to increase in rank, get good 
assignments, etc. 

Bribery can play an important part in a character's 
advancement, if the character is good at it. A 
character with a low Bribery skill level, however, might 
be better off to wait until it can be raised, as bribery 
within the advancement structure can be dangerous 
to the uninitiated's standing. See the list of modifiers 
for each step for specific bribery procedures. 


...). If a character fails more than 3 or 4 cruises, 
and gets several security risk notations, the player and 
gamemaster may agree to scrap the character (keep- 
ing the records for use as a non-player later, perhaps) 
and start again. This is recommended to keep player 
characters from starting out with “one foot in the 
(political) grave,” as it were. 

Follow the procedure below for determining the 
results of cadet cruises: 


CADET CRUISE ASSIGNMENT 


Roll percentile dice against the following table, ap- 
plying die modifiers as applicable below, to determine 
in what type of assignment the character will serve 
for the cadet cruise. 


ROLL ASSIGN 

< 23 Expeditionary Forces 
26-40 Imperial Navy 
41-65 Garrison 
66-80 Exploration/ Colonial 
gt Merchant/ Courier 
DIE MODIFIERS 

-10 LUC 40+ 

-05 LUC 35-39 

sso LUC <25 

-10 INT 70+ 

-05 INT 60 -69 

+10 FAILED LAST CRUISE 


Bribery attempt (save on Bribery skill) allowed if 
desired, AFTER assignment roll is made. Successful 
bribe moves character up one step on assignment 
table (and adds 5 to Bribery skill level). Unsuccessful 
attempt moves character down one step (and adds 
2 to Bribery skill level anyway...). 


Your cruise success lies upon three paths. 


First: Make a straight roll against the suc- 
cess table with the proscribed modifiers. 


Second: Make an Admin roll. If successful 
apply the -10 die modifier. Failure se- 
cures a +10 to the table. 


Third: Make a bribery roll per the following. 


- A bribery attempt may be made BEFORE rolling 
results, at the player’s option. A successful bribe 
means the character AUTOMATICALLY passes the 
cruise (but without any chance for special commen- 
dations), and gains 5 points on the Bribery skill level. 
A bribery attempt that FAILS, however, means the 
candidate AUTOMATICALLY fails the cruise and 
AUTOMATICALLY receives a security risk notation. 
(A failed bribery attempt still adds 2 to the Bribery skill 
level...) 

A character who receives a security risk notation 
suffers a PERMANENT penalty of 10 points to all sav- 
ing rolls against the Bribery and Administration skills, 
or against the CHA attribute, when such rolls are 
made in dealings with the Klingon government or 
Klingon superior officers having access to the 
character's file. 

This penalty is cumulative, adding 10 points to the 
penalty per risk notation. Security risk notations may 
be wiped out at some future time by the gamemaster 
if the character involved has an exemplary service 
record or performs some special service to the Em- 
pire. They are also removed if the character finishes 
the cruise procedure with an Imperial Commendation 
or a favorable security notation. 


Roll percentile dice and apply the modifiers as below 
to discover the results of the character's cadet cruise. 


ROLL ASSIGN 
<05 Passed, Imperial Commendation 

Promoted 1 Grade, 
-20 on 1st Term Assign roll 

06-15 Passed, Favorable Security Note 
-10 on 1st Term Assign roll 

16 -60 Passed 

61+ FAILED! CHA save vs. permanent 


security risk notation 
DIE MODIFIERS 


-20 Expeditionary Forces 
-15 Imperial Navy 

-10 Garrison 

+10 Colonial 

+20 Merchant Navy 

-10 LUC 40+ 

-05 LUC 35 - 39 

+05 LUC <20 

-10 Subsequent Cruise 
-10 Successful Admin roll 
+O Failed Admin roll 
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CADET CRUISE SKILL ROLLS 


Cruise Bonus Skill Rolls (new or old) 
1 So ET 
e 9d10, (+4d10) 
pere OE eost el 
4 14d10 (+2d10) 
5 15010 rep) 
6 15d10 (+0d10) 


Roll 1D10, subtract 1, and divide by two (round 


lingon Character Generation 


:— down — minimum roll allowed is 1). Add and/or sub- 


tract the following modifiers to determine the number 
of terms served. 


Character preparing to command a ship 


(Ship Captain or First Officer) +2 terms 
Character preparing to be a dept. head +1 term 
LUC 40+ -1 term 
LUC 20 or less +1 term 
Favored Line -1 Term 
Disfavored Line +1 Term 
Character enters campaign as an Ensign -1 term 

Lt. J.G. or Lt. no modifier 
Lt. Cmdr. or Cmdr. +2term 
Ship Captain +3 terms 
Admiral or above +4 terms 


Character enters campaign as dept. head 
or command personnel on ship of the 
Imperial Klingon Expeditionary Forces +1 term 


TERM LENGTH AND ASSIGNMENT 
EEE 


Each “term” served is on a different ship or in a dif- 
ferent location. Young Klingon officers are kept mov- 
ing around a lot, partly to give them a variety of ex- 
perience and partly to prevent them from developing 
a strong organization of their own anywhere. Thus, 
the term length for young officers is from 1 to 4 years 
(as opposed to 1 to 5 years for Federation personnel). 
The following tables will allow the player to determine 
what type of assignment the character had for each 
term, and how long he/she stayed on that assignment. 

(1d10-1)/2 rd = Terms Served 

(Min = 1 

Roll 1D10, subtract 1, and divide by two (round 
down — minimum result is 1) to determine the length 
in years of each term of service. Then, roll on the 
following table to determine where the term was 
served. 


i TERMS SERVED 


ASSIGNMENT TABLE 


Imperial Klingon Expeditionary Forces 10 or less 
Imperial Navy 11-30 
Sector Naval Garrison 31-50 
Exploration/Colonization Fleet 51-70 
Merchant/Courier Fleet 71-85 
Imperial Starbase duty 86-00 
DIE MODIFIERS 
INT 70+ -10 
INT 60-69 -5 
LUC 40+ -10 
LUC 20 or less +5 
Graduated with Imperial Commenda- 
tion (first assignment only) -20 
Graduated with favorable security no- 
tation (first assignment only) -10 


SERVICE SKILL ROLLS 


a 
Add up the number of years of service from all terms 
(not including Academy, cadet cruises, or Command 
School) to determine the number of years spent in ser- 
vice. The character gains 1 skill roll (1D10) perone 
year spent in service, with the following additions: 


INT 70+ 2 extra rolls 

INT 60-69 1 extra roll 

LUC 40+ 1 extra roll 

per 2 yrs. service 
Exp. Forces 1 extra roll 

per yr. Imperial 1 extra roll Streetwise 
Starbase duty or Gaming 


per addl. cadet 
cruise beyond 1st 


1 extra roll Streetwise, 
Gaming, or Carousing 


The character is now ready to enter the adventure 
campaign. Record the character information on a 
character record sheet. 


CHARACTER AGING RANKS, POSITIONS, AND TITLES IN THE EMPIRE 
SSS SSS SS SSS SS SSS SSS SS SS SS SSS SSS 


For each 10 full years a character has lived beyond Refer to Book 5: Memory Bank Omega 
the critical age, roll 1D10 for each of the STR, END for a complete discussion of Imperial 
and DEX attributes and reduce that atttribute by the ranks, positions, titles and all other 


rolled amount. The year-by-year aging LUC saving roll societal information the Klingon needs 
may be made by players as detailed in the main book 


once the campaign has begun. "(Qjücalage45 - to get by in today's crazy galaxy. 


ENLISTED AND CITIZEN VARIANTS 


Klingon Ratings Klingon Citizens 

Attributes 3d10-* 30, No Re-rolls Attributes: 83d10+20. No Re-rolls 
Holl “Pre-Academy” skills normally. Roll “Pre-Academy” skills normally. 
Take “Boot Camp” Skills of: Take Basic Skills of: 

Admin OS Admin Ale 

Comp Op 05 Comp Op 20 

Lang Galact 10 Cbt Mod 10 

Cbt Mod 15 Cbt H-T-H 10 
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Cbt H-T-H 15 
Choose a profession. Some common profes- 


Choose an Officer Specialty and add sions are Farmer, Shopkeep, Laborer, etc. 

those skills as either half skills at full 

points or half points for all skills. Add 2yrs and take 100pts in a specialty train- 
ing (No INT bonus rolls) from a pool of skills 

Roll Terms and tally up your final skills you devise with your GM. 


per Klingon Officer. 

Roll 1d10/3 Terms and 1d10 for each. These 
You are ready to go! years represent time at each job. You are 
likely to stay local to your town of birth. 
Maybe an exceptional Klingon gets to move 
around between planets. Military dictator- 
ships tend to treat internal travel with suspi- 
cion and high restrictions. 


Tally up your final skill count per Officers. 
You are ready to go! 


For a souped-up Klingon Trader, 
throw them thru Trade School 
later in this book. 


A 
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